Wizard: Order of Emissaries 


Level 2: Planar Awareness 


You have developed an acute sense for the boundaries between planes. You gain advantage on 
Intelligence (Arcana) checks to understand magical effects related to planar travel or extraplanar 
entities. Additionally, as a bonus action, you can cast the see invisibility spell with this feature, 
Without expending a spell slot, but the spell ends after one minute. You can cast the spell twice in 
his way, and you regain all uses upon finishing a long rest. 


Level 2: Dimensional Anchor 


You can act as a dimensional anchor for you and your allies. You have advantage against being 
banished or involuntarily teleported and can extend this advantage to one creature of your choice 
Within 60 feet of you as a reaction when they are targeted by a spell or magical effect that would 
banish or involuntarily teleport them. 


Level 6: Planar Step 


You learn the Misty Step spell. You always have it prepared, and it doesn't count against the 
number of spells you can prepare each day. Additionally, you can cast Misty Step once without 
expending a spell slot and twice starting at level 12. You regain all expended uses of this feature 
when you finish a long rest. 


Additionally, whenever you teleport yourself or another creature using a spell of 1st level or 
higher, you can choose to teleport one additional creature within 60 feet on you as if they had 
cast Misty Step. If the creature is unwilling, it has to make an intelligence saving throw against 
your spell save DC, resisting the teleport on a succes. 


Level 10: Ethereal Step 


You have gained the ability to temporarily enter the Ethereal Plane. As a bonus action, you can 
shift into the Ethereal Plane until the start of your next turn. While on the Ethereal Plane, you can 
see and hear the plane you originated from, which is cast in shades of grey, and you can't see 
anything more than 60 feet away. You can only affect and be affected by other creatures on the 
Ethereal Plane. Creatures that aren't there can't normally perceive you or interact with you, unless 
hey have the ability to do so. You can use this feature a number of times equal to your 
Intelligence modifier (minimum of once), regaining all expended uses when you finish a long rest. 


Level 10: Astral Communion 


You learn the Commune spell, which doesn't count against your number of spells known. When 
you cast Commune using this feature, you can choose any extraplanar entity as the target of your 
communion. The target must be willing to communicate with you. 


Level 14: Interplanar Mastery 


You have gained unparalleled mastery over interdimensional magic. You gain the following 
abilities: 


Plane Shift: You can cast the Plane Shift spell without requiring material components and 
you can bring up to five willing creatures with you, even if they aren't holding hands. 
However, certain powerful creatures at the DM’s discretion may block your entrance to a 
plane or realm they have control over when casting the spell in this way. 

Dimensional Jaunt: Teleporting minor distances is effortless to you. As a bonus action, 
you can teleport up to 5 feet to an unoccupied space within range without expending a 
spell slot. Additionally, you can use a free action to teleport your body to reorient yourself 


without changing your location. You can use this ability to stand up from prone without 
expending movement. 

Spatial manipulation: By compressing the space between origin and destination, you can 
increase the range of everything you do. The range of all your spells, weapon attacks and 
features is doubled. 


